
ABOUT US
The Big Issue is an independent magazine that publishes 
informative and entertaining articles on a huge variety of 
subjects, including arts and entertainment, street culture, 
lifestyle and personal profiles. We are always looking for good-
quality writers. The Big Issue is a not-for-profit organisation, 
set up to help people who have experienced homelessness, long-
term unemployment, disability, displacement and other forms 
of social marginalisation. The magazine is sold for $5, with 
$2.50 going directly to the vendor. 

PITCHING YOUR STORY IDEA
We accept unsolicited material, if it is polished and fits the  
tone and style of the magazine, is clearly targeted at a particular 
section of the magazine and falls within the word counts 
relevant to a particular section. (For example 750 words for  
‘My Word’ submissions or 1800 for a four-page feature; see  
the attached ‘Word Counts’ document.) 
 
Alternatively, writers can pitch story ideas by email first. To 
be considered, your pitch should explain which section of the 
magazine the story is intended for, be one paragraph long, 
contain a topic sentence, a sample introductory sentence and 
explain the story angle, writing tone, suggested word length,  
a list of possible interviewees (if appropriate) and whether or 
not photographs and/or illustrative material is available. 
 
If your story is linked to a particular event (or date, or 
anniversary) you must pitch it at least two months before 
the event takes place. Important note: as a national 
publication, we are unlikely to accept stories that have a 
specifically local focus. If we like your idea, we will call or  
email you to discuss it further. Pitches should be emailed  
to editorial@bigissue.org.au.  

WHAT WE LOOK FOR
We strongly recommend (in fact, expect) that you read The 
Big Issue, and have a good idea of the sorts of stories we like 
and the style of writing we prefer. Keep in mind that we are an 
independent publication and are thus able to do stories other 
magazines and papers might not be able to do.
 
As well as our core content (current affairs and weightier 
social issues), we’re also interested in stories focused on street 
culture and quirky, humorous or unusual topics. What we are 
looking for is good writing that helps us put a human face on 
all the issues we cover. Whether you want to contribute satire, 
hard news, investigative journalism or light-hearted pieces, the 
most important thing is clear writing and a compelling human 
perspective. Serious topics need to be tackled in such a way 
as to keep the reader interested – we encourage first-person, 
experience based pieces; dry, fact-laden reportage, an over-
reliance on comments by ‘experts’ and an overly earnest writing 
approach are to be avoided. 
 
Please note that we do not publish poetry unless you fit 
the brief for ‘Streetsheet’ contributions (see below). 
 
We’d encourage you not to be disheartened if your first ideas 
are not picked up; we don’t commission a story unless we are 
confident that it would suit the magazine. When pitching stories 
for the first time, sending copies of your previously published 
work is a good idea. Be aware, too, that because we have a 
small editorial team it may be some time before we can respond 
to your submission. Please let us know if the piece has been 
submitted elsewhere.
 
We accept material for publication in The Big Issue 
on the basis that it has not already been published 
(whether online, in a hardcopy publication or in any 
other medium) and that it will be first published 
by The Big Issue. By submitting material, either 
unsolicited or commissioned by us, you represent that 
the material has not been previously published in any 
form anywhere in the world.  
 
If we select your material for publication you are 
free to have it published elsewhere after it has first 
been published by us, provided that any subsequent 
publication of the material credits The Big Issue using 
the words “first published by The Big Issue Australia”, 
or words to that effect, with reasonable prominence.
 
Also, we won’t accept stories that have been submitted as 
part of assessment for any kind of journalism course, unless 
everyone interviewed for the piece is expressly forewarned that 
what they have told you may be published.
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My Word

This is how my generation accesses 
nostalgia: we play an old video game.

Gaming brought my sister and me 
together. Before we played together, we 
didn’t really like one another. Loved, 
i suppose, though we wouldn’t have 
admitted it. i was 16, and four years 
older than stacy. we didn’t have a 
thing in common, and rarely interacted 
except to bicker when we got in one 
another’s way.

One game, a sci-fi shooter called 
Halo, has a special place on the shelf. 
Every other game has been placed 
around this one, like a family gathering 
around their grandfather for a photo. 
I’d long since finished the game, but I 
enjoyed it enough to go back and replay 
parts of it almost every day. Always 
alone. Until the day stacy wandered by –  
and sat down to watch. After a while, 
she asked me for a turn.

i handed over the controller, and was 
immediately disappointed. she wasn’t 
just bad; she was terrible. she couldn’t 
figure out how to look left or right, or 
walk from one point to the next. she 
quickly died in a skirmish that should 
have been easy for anyone.

To my surprise, though, she didn’t 
give up. she was frustrated, but she 
demanded another try. i knew the game 
had a two-player cooperative mode so i 
suggested we try that.

We loaded up the first level. The 
screen was split in half, top and 
bottom. Each of us had our own 
character, and i was able to talk stacy 
through the basic controls, and cover 
her while she practised.

The game threw more enemies at us 
in co-op than it did in single player. we 
died over and over, but each time we 

restarted, we got a little further. 
Pretty soon we were murdering 
hordes of purple-blooded 
aliens together. we played 
for half the day, and the next 
weekend we did it again.

I quickly figured out 
that giving orders didn’t 
work. stacy didn’t 
want to follow 
me around, she 
wanted to play 
as an equal. we 
covered one another, and 
argued about tactics. Talk 
was staccato and everything 
became abbreviated. we 
developed an expletive-
strewn jargon that we slipped into every 
time we turned on the Xbox.

It didn’t take us long to finish the 
game and look for another challenge. 
For every level finished we had earned a 
little badge in the game’s menu, but so 
far we only had plain badges for ‘Easy’ 
mode. we upped it to ‘Medium’, and 
found that we ran through it almost as 
quickly. on ‘hard’, things were more 
intense. our enemies punished us 
harder for every mistake, so we learned 
not to make mistakes. The feeling of 
achievement was all the greater.

sometimes we had computer-
controlled allies, on other levels it was 
just the two of us, but we were never 
alone. Each relied on the other being 
nearby. one of us would move and the 
other would back them up, every time. 
six months of weekends and evenings 
saw us battle our way through the game 
on ‘hard’.

There was only one thing left. The 
toughest setting available: ‘Legendary’. 

it was well named. i’d 
never finished a level on 

‘Legendary’. i didn’t 
know anyone that had.

The first try was a 
disaster, but we’d been 
through too much 
already to give up then. 
we threw ourselves 
into pixelated war 

again and again. i lost 
count of the number of 
times one of us swooped 
to the other’s rescue at the 
last second. sometimes the 
frustration was intense. 
sometimes we had to walk 
away, try again the following 

week. Levels that had taken an hour on 
the easier settings could take three or 
four on ‘Legendary’, but we couldn’t give 
up. we’d started something, even if it 
was just a game. We had to finish it.

More than a year after we began, 
we made it to the end. we sat through 
the credits, talking about everything 
that had happened; moments in the 
game when we’d laughed, felt frustrated 
desperate, victorious, things that had 
just been cool.

A few years later i moved out of our 
parents’ home, and saw stacy less often. 
My Xbox was stolen when my house was 
broken into, and the badges we earned, 
saved on its hard drive, went with it. 
other games came out, newer and better 
than the one we’d played together. i still 
go back to the classics, though. And i 
still like my sister.

Tyler Jefferson is a Melbourne-based 
nerd, aspiring author and editorial 
assistant at The Big issue.

Tyler Jefferson and his sisTer find Their cooperaTive Mode playing  
an old video gaMe. 

love is a baTTlefield



STORY LENGTH & PAY RATES 
Feature stories generally run between 850–1800 words (and most 
commonly are two-page spreads of approx 850 words), columns 
are around 600 words, and one-page pieces are usually 700–750 
words. Regular sections have specific word counts (see below). 

Because we are a charitable organisation, we are unable to offer 
commercial pay rates. Our usual rate of pay for features and 
news stories is 20 cents a word. We don’t guarantee payment 
until the piece is published, and payment is made according to 
the price agreed upon at the time it is commissioned.

Payment for film, book, DVD and CD reviews is a flat rate of 
$30. The review sections are coordinated by section editors.  
Do not submit reviews except at their request. 

ARTWORK
The Big Issue uses a range of photography, illustrations and 
other artwork throughout the magazine. Artwork is generally 
commissioned specifically for each story. If you would like to 
have your work considered, please email your contact details 
and samples of your work – or a link to work online – to 
editorial@bigissue.org.au. 

ROYALTIES
Where The Big Issue (or a part of it) is reproduced by a 
third party, we may receive small payments (royalties) 
from Copyright Agency Limited (CAL), which collects 
and distributes royalties payable by the third party for 
that reproduction. You may be entitled to a share of 
these royalties if your article is reproduced. However, by 
submitting material for publication in The Big Issue you 
agree that we may retain any royalties we may receive on 
your behalf for use at our discretion. As a contributor, 
it is in your best interests to register with CAL to receive 
directly any royalties which are payable to you.  

COPYRIGHT AND OTHER THIRD 
PARTY RIGHTS
You warrant to us that you are the author of the 
material you submit to us and that you are the owner 
of, or otherwise entitled to exercise, the copyright in 
the material that you submit to us for publication.  
You warrant that our publication of the material will 
not infringe any third-party rights.

By submitting your material you agree that at any time 
we may, or we may authorise third parties to, publish, 
reproduce, modify and edit your material for the 
purpose of publication in The Big Issue (in hard copy, 
on our website or in any other medium).  

You also agree that we may, or we may authorise  
third parties (such as the State Library of Victoria)  
to, archive and store your material for whatever  
period of time we determine.

You consent to our use of your material in this 
manner even if such use would otherwise infringe 
your moral rights.

SUBMITTING YOUR STORY
Please email your story as a Word attachment and as a back-
up also pasted within the text of the email (editorial@bigissue.
org.au). And don’t forget to include your full name and contact 
details (preferably a telephone number). Please note that all 
freelance contributors are required by law to provide us with an 
ABN or a completed ‘Statement by Supplier’ form. If you need 
more details about your tax status, please visit the Australian 
Tax Office website, ato.gov.au.

STREETSHEET CONTRIBUTIONS
The ‘Streetsheet’ page is intended to offer a voice people from 
the margins – and it is part of what makes The Big Issue 
unique. Contributors are primarily Big Issue vendors and 
people who have been involved in Big Issue programs (such as 
the Community Street Soccer Program and community writing 
workshops). But we also encourage Streetsheet contributions 
from anyone who has experienced homelessness, long-term 
unemployment, disability or displacement. 

Streetsheet submissions should be no longer than 150 
words for poems and 250 for prose pieces. It’s important 
to meet the word lengths, as space is tight. Big Issue vendors 
should ensure that their bank details are registered at their local 
Big Issue HQ. Other contributors should ensure that either their 
contact details (or the contact details of their referring agency 
or case worker) are included, along with relevant payment 
details (such as bank account details) etc. 

Streetsheet contributions can be emailed, mailed or faxed. 
Please ensure your name and contact details are clearly visible. 
As Streetsheet contributions may also be reused on the website 
or other Big Issue publications. If you need to clarify any details 
about the use of Streetsheet contributions, please contact 
editorial@bigissue.org.au.

Word Counts 
Features
One pager – 600 words  
(sometimes 750 if book, music or film feature)

Two pager – 850 words  
(if accompanied by a photo or illustration)

Three pager – 1200 to 1300 words

Four pager – 1600 words

Roving Eye – 400 to 450 words

OTHER  
Ointment – 150 to 200 words

My Word – Roughly 750 words 

Your Say – 100 words

Streetsheet �– 150 words (poems) 
– 250 words (prose pieces)

Editorial enquiries 
(03) 9663 4522 
editorial@bigissue.org.au 
bigissue.org.au
The Big Issue, PO Box 4911, Melbourne, Vic 3001


